Previous research has suggested that motives play an important role in several potentially addictive activities including online gaming. The aims of the present study were to (i) examine the mediation effect of different online gaming motives between psychiatric distress and problematic online gaming, and (ii) 
Introduction
In contemporary society, video gaming is one of the most popular leisure time activities, especially among youth. Given that this activity can be time-consuming, it may compete with traditional leisure time activities such as sports. Academic interest in both the positive and negative effects of gaming has increased substantially over the past two decades (Griffiths & Pontes, 2015) . The positive effects of gaming include cognitive skill enhancement such as faster and more accurate attention allocation (Granic, Lobel & Engels, 2014) and increased problem-solving skills (Prensky, 2012) , as well as social skill enhancement including learning social skills or prosocial behaviour (Ewoldsen et al., 2012; Gentile et al., 2009; Granic et al., 2014; Ng & Wiemer-Hastings, 2005) . There is also a large literature showing that the playing of videogames can be used therapeutically in medical treatments where gaming is used as a cognitive distractor to alleviate pain (Griffiths, Kuss & Ortiz de Gortari, 2013) . The negative effects of playing videogames include increased aggressive behaviour as a consequence of playing violent games (e.g., Anderson & Bushman, 2001; Kutner & Olson, 2008) and excessive playing causing functional and/or psychological impairment leading in a small minority of cases to problematic gaming and gaming addiction (e.g., Király, Nagygyörgy, Griffiths & Demetrovics, 2014) .
Research in the area of problematic gaming has led to the inclusion of "Internet (Brus, 2013; Hellman et al., 2012; KardefeltWinther, 2014a; Király, Griffiths & Demetrovics, 2015; Griffiths et al., 2016) . Until a consensus is reached, the present authors prefer to refer to the condition as problematic online gaming in the present paper. Several studies have examined the relationship between problematic online gaming and mental health, especially psychological distress (e.g., Kim et al., 2016; King & Delfabbro, 2016; Son et al., 2013) . Empirical studies have demonstrated that problematic online gaming has been associated with depression (Andreassen et al., 2016; Brunborg et al., 2014; Liau et al., 2015; Männikkö et al., 2015 , Mentzoni et al., 2011 Peng & Liu, 2010; Van Rooij et al., 2014; Wei et al., 2012) , anxiety (Andreassen et al., 2016; Männikkö et al., 2015; Mentzoni et al., 2011) , and social anxiety (Van Rooij et al., 2014; Walther et al., 2012; Wei et al., 2012) . However, negative outcomes of excessive gaming affect only a minority of online gamers. Time spent playing online is not the only predictor for the development of problematic online gaming (Kuss et al., 2012; Lee & Kim, 2017) , in fact, it is much less related to it than assumed previously (Demetrovics & Király, 2016; Griffiths, 2010; Király et al., 2017) .
Studies have shed light on the importance of motivations in playing online games and on the prediction of problematic and addictive use of online games (e.g., Fuster et al., 2012; Kahn et al., 2015; Lee, Lee & Choi, 2012; Yee, 2006) . Escapism (i.e., the motive to play to avoid real life difficulties) has shown a strong association with problematic online gaming (e.g., Kuss et al., 2012; Kwon et al., 2011; Nagygyörgy et al., 2012; Yee, 2006; Zanetta Dauriat et al., 2011) . Other motivations that are predictive of problematic online gaming include immersion Kneer & Rieger, 2015) , and achievement and/or advancement, related to the urge of progressing and improving within the game (Nagygyörgy et al., 2012; Yee, 2006; Zanetta Dauriat et al., 2011) . However, social motives such as playing online to meet new people or to maintain existing friendships are predictive of more positive outcomes of online gaming (e.g., Cole & Griffiths, 2007; Yang & Liu, 2017) .
In relation to various substance-and non-substance-related addictive disorders, motives not only correlate with problematic behaviours but can also be mediators in the relationship between psychiatric symptoms and substance use disorders. For example, the 4 influence of motivations is present in the relationship between psychiatric symptoms and alcohol abuse. More specifically, studies have found a mediation role of coping motivation between symptoms such as anxiety and depression, and alcohol abuse (Cooper et al.,1995; Kaysen et al., 2007; Mason et al., 2014 , Stewart et al., 2001 . Furthermore, motivation to escape or dissociate have been found to mediate the association between aversive psychological and emotional states and gambling severity (Gupta & Derevensky, 1998; Wood & Griffiths, 2007) . Another study examining gambling found a significant indirect effect of depressive symptoms on gambling-related problems and days gambled through coping motivation and gambling refusal self-efficacy (Takamatsu et al., 2015) . Preliminary 
Methods

Participants and procedure
An online survey comprising 176 questions was created and administered to Italian online gamers in the summer of 2013. The survey was promoted via major Italian gaming forums, and Italian groups related to online games on social networking sites. In the advertised post, gamers were asked to visit a different website in order to complete the online survey. The survey webpage was visited 797 times. A total of 664 gamers began the survey (83.3%) and 417 answered at least at half of the questions (52.3%). A total of 327 gamers completed all the scales needed for the analysis (41.0% of all visitors).
Measures
Questions relating to general socio-demographic information (e.g., gender, age, marital status, level of education) along with gaming-related variables (e.g., weekly time played, type of online games played) were asked at the beginning of the online survey.
The motivations for online gaming were assessed using four different instruments.
The first one, the Motives for Online Gaming Questionnaire (MOGQ; Demetrovics et al., 2011) comprises 27 items using a 5-point Likert scale, chosen because of its wide range coverage of online gaming motivations, specifically seven distinct motives. These are: (1) escape (avoidance of reality and real problems), (2) coping (improvement of mood or channelling of aggression), (3) fantasy (desire to experience things not workable in real life such as the experience of a new identity), (4) skill development (improving concentration, coordination and/or other personal skills), (5) recreation (playful and relaxing aspects of playing), (6) competition (experiencing sense of achievement in defeating opponents), and (7) social (all the motivations relating to knowing other gamers and/or playing with them). In order to evaluate the validity of the Italian version of the MOGQ, three other widely used motivational instruments were included in the online survey, each one covering motives for online gaming from a distinct perspective. The Online Gaming Motivation Scale (Yee, 2006) comprises 12 items assessing three motivations (achievement, social and immersion) using a & Ryan, 1985) . The instrument comprises 10 items assessing three basic human needs satisfied by online gaming activity (autonomy, competence, and presence) on a 7-point scale. The PENS also showed good internal consistency with a Cronbach's alpha of 0.87 in the present sample.
Problematic online gaming was assessed using the Problematic Online Gaming Questionnaire (POGQ; Demetrovics et al., 2012) . The POGQ is an 18-item instrument using a 5-point Likert scale assessing the level of problematic online gaming usage. It was developed by reviewing previous instruments as well as a qualitative examination of gamingrelated problems provided by gamers. Previous studies have demonstrated that the POGQ has good psychometric properties in both adult (Demetrovics et al., 2012) and adolescent samples (Pápay et al., 2013) . It assesses six aspects of problematic gaming: (1) preoccupation (daydreaming and obsessive thinking about the gaming activity), (2) overuse (elongating gaming and incapacity to control gaming limits), (3) immersion (losing track of time and dealing excessively with the game), (4) withdrawal (experiencing withdrawal symptoms when unable to play), (5) interpersonal conflict (conflict with one's environment due to excessive play), and (6) social isolation (damage caused to social relationships due to the preference of gaming over social activities).
Psychiatric symptoms were assessed with the Brief Symptom Inventory (BSI; Derogatis, 1975) comprising 53 items on a 5-point Likert scale assessing nine symptoms: somatization, obsession-compulsive, interpersonal sensitivity, depression, anxiety, hostility, phobia, paranoia and psychoticism. The Global Severity Index (GSI) is the mean score of the 53 items and assesses the general level of psychiatric distress. Internal consistency in the present sample was excellent (=0.97).
An instrument assessing problematic use of the internet was included to evaluate the correlation with problematic online gaming. This was the short form of the Problematic Internet Use Questionnaire (PIUQ-6; Demetrovics et al., 2008; Demetrovics et al., 2016) . The instrument comprises 6 items assessing three variables (obsession, neglect and control disorder) on a 5-point Likert scale. Cronbach's alpha showed a moderate internal consistency (=0.67) in the present sample.
All instruments were translated into Italian using the same procedure (Harkness et al., 2004) . First, a version of the translation was made by the first author of the present study.
Second, the Italian version was back-translated into English by an independent bi-lingual psychology scholar. Finally, the differences were discussed and agreed with the other authors of the present study.
Statistical analysis
Confirmatory factor analyses (CFA) were run to test the original factorial structures of the MOGQ and the POGQ. Since the scales were not normally distributed, maximum likelihood estimation robust to non-normality (MLR) was used for both CFAs. To test model fit, multiple indices were used (i.e., χ 2 , CFI, TLI, RMSEA with its 90% CI, SRMR) and χ index (TLI) should be both greater than 0.9, while the root mean square error approximation (RMSEA) with its 90% confidence interval (90% CI) and the standardized root mean square residuals (SRMR) should be both less than 0.08 for an adequate fit (Browne & Cudeck, 1993; Kline, 2005) . & Muthén, 1987 & Muthén, -2007 .
Results
Sample characteristics
Descriptive statistics of the sample (N=327) are shown in 
Validation of the Motives for Online Gaming Questionnaire (MOGQ)
The original seven-factor solution of the MOGQ was tested with confirmatory factor 
Mediation model
Finally, the mediation model was tested. It was assumed that psychiatric distress (as measured by the GSI) would have both a direct and indirect effect (via the mediating effect of some of the online gaming motives) on problematic online gaming (as assessed by the summarized score of the POGQ). Gaming motives were assessed with the scores of the seven MOGQ subscales. All variables were introduced in the model as continuous observed variables. The resulting model is presented in Figure 1 . Analyses showed that general psychiatric distress had a significant direct effect on problematic online gaming (β=.38,
p<.001).
The GSI also showed a direct significant effect on three of the seven motivational Figure 1 about here]
Discussion
The present study had two aims: (i) to evaluate the psychometric properties of the POGQ and the MOGQ among Italian online gamers, and (ii) to investigate the mediation of different gaming motives in the relationship between psychiatric symptoms and problematic online gaming among Italian online gamers. Overall, the analyses demonstrated good psychometric properties for both instruments (i.e., POGQ and MOGQ). The internal consistency of the POGQ was optimal, criterion and convergent validities were tested with correlations between the POGQ and weekly game time, PIUQ-6, and GSI, respectively.
Similarly, the Italian version of the MOGQ also demonstrated good psychometric properties.
In the case of the MOGQ, internal consistencies of the seven subscales were all appropriate.
Convergent validity was confirmed with the correlations with subscales from other motivational questionnaires.
Results of the mediation model suggested that psychiatric symptoms were both directly and indirectly (via escape and fantasy motivations to play) associated with problematic online gaming. The mediator effect of the motives accounted for 25.7% of the total effect of the Global Severity Index on the Problematic Online Gaming Questionnaire.
Playing online games to escape and to avoid everyday problems appeared to be a motivation associated with psychiatric distress and predicting problematic gaming. As highlighted earlier in the paper, escapism has been shown to be a predictor of problematic use in Massive Multiplayer Online Role Playing Games (MMORPGs) (Billieux et al., 2013; Kardefelt-Winther, 2014b; Nagygyörgy et al., 2012; Xu et al., 2012; Yee, 2006) . Given that this game genre offers rich and detailed alternative worlds full of exciting opportunities and fun (Castronova, 2008) , they are especially suitable for escapism. Therefore, the high rate of MMORPG players in the sample may have contributed to the association between escapism and problematic play. In addition, the finding that escapism was the strongest mediator between psychiatric distress and problematic gaming is in line with the results of a previous study (Király et al., 2015) and strengthens the applicability of the self-medication theory (Khantzian, 1985) in the behavioural addiction context and more particularly in the problematic online gaming field. More specifically, the self-medication theory is based on the idea that people use substances or act addictive behaviours to compensate psychiatric symptoms (Khantzian, 1985) . Moreover, escapism was one of the nine criteria included in DSM-5 for Internet Gaming Disorder (APA, 2013).
The second mediator found in the model was fantasy. The association between this motive and psychiatric symptoms is also in line with previous studies. For instance, psychiatric symptoms were found significantly and strongly correlated with fantasy motives to play in online gaming in a previous study (Király et al., 2015) . Furthermore, there is evidence that fantasy proneness in daily life -especially its dissociative component -is related to psychiatric symptoms (Klinger et al., 2009 ). On the other hand, the association between fantasy and problematic gaming is more controversial. In the aforementioned study (Király et al., 2015) , no relationship was found between these two variables. However, problematic online leisure-time was associated with a higher rate of depersonalization and a loss of contact with reality in a representative survey of the German population (Beutel et al., 13 2011). Moreover, the fantasy motive is about experimenting with new identities and living out new experiences in alternative virtual worlds (that are not possible in daily life). As such, this motive is strongly related to the motive of escapism (i.e., a correlation of .72, see Table   3 ) when these virtual worlds are used to avoid and forget about real life problems. This may somewhat explain the low but significant association between fantasy and problematic online gaming in the present sample. In addition, the high prevalence of (M)MORPG [(Massively)
Multiplayer Online Role Playing Game] users in the sample (i.e., 69.4%) may also contribute to the same relationship because the experiencing of new identities, roles, and activities is central in this game type (Beutel et al., 2011; Király, Nagygyörgy, Griffiths & Demetrovics, 2014) . It also appears that gamers whose psychiatric distress is high might also be using gaming to live their fantasies which in a minority of cases (e.g., if it becomes a replacement for real life fantasies and adventures) might increase the risk of problematic gaming.
However, this reasoning needs further empirical confirmation. Coping did not show a mediating effect in the model neither. This finding corroborates a previous study that differentiated between escape and coping (Demetrovics et al., 2011) , helping to create two distinct motivational factors in the MOGQ. It would appear that coping and escape have different underlying mechanisms. More specifically, while playing to escape everyday problems may play a role in problematic usage, gaming may also be used as an adaptive coping strategy to alleviate stress and tension without leading to problematic usage. As expected, social, recreation, and skill development motives were not significantly related to psychiatric distress or problematic gaming. Therefore, these three motivations for playing do not appear to lead to negative forms of gaming usage that often feature in the mass media (Ferguson, 2007; Kumpel & Haas, 2015) .
Some limitations are worth mentioning regarding the data collected in the present study. First, since the participation to the questionnaire was voluntary, the participants were self-selecting. This impacts on the generalizability of the results to the entire Italian online gaming population (Khazaal, et al., 2014) . Even if (M)MORPG was the most common genre of online games at the time of data collection, it is difficult to assess the effect of this game type alone because gamers typically play numerous game genres at the same time, therefore examining gaming motivations by a specific gaming genre category was not possible.
Furthermore, data were self-reported, and as such, it was prone to specific biases (e.g., memory recall, social desirability). Another problem was the length of the survey. Since it was a relatively long questionnaire (i.e., 176 questions), a considerable number of participants did not complete the survey. Another limitation is that not all the instruments used to test the convergent validity of the MOGQ and the POGQ had validated Italian versions. The final important limitation is that causal relationships could not be drawn due to the cross-sectional design of the study. Future studies should be carried out longitudinally and with larger samples in order to confirm preliminary findings of the present study.
Despite its limitations, the present study has some merit not only for scholars but also for clinicians. In line with previous findings, these results shed light to the importance of gaming motives in both prevention and treatment. More specifically, playing online games for recreational, social, and skill development reasons appears to be unrelated with problematic engagement with online games or the development of related psychiatric symptoms and therefore should not worry clinicians or parents. Furthermore, playing to cope with daily stress, to release some tension through gaming also appears to be safe in terms of addiction-like gaming. However, competition, based on the wish to defeat others might increase the risk of developing a problematic behaviour. Similarly, escaping, trying to avoid real life problems through gaming, and fantasy (i.e., experiencing new experiences and living out alternative identities through the game) are motives found to be associated with problematic online gaming in the present study. In addition, escapism and fantasy are related to a higher presence of psychiatric symptoms. Clinicians should carefully examine the presence of these three motives in playing online videogames and set the intervention accordingly. Regarding prevention, the results suggest that gaming motives may play an important role in predicting the possibility to develop problematic gaming and therefore should be examined during screening, along with other factors, both on individual and group level. Moreover, prevention programs should be tailored to address the specific psychological shortcomings (e.g., low self-esteem, inability to adaptively cope with stress, etc.) that motives reveal.
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